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— Controller paks™ e

The use of the controller paks (sold separately) enables data to be saved and loaded, The
data that can be saved includes league matches, tournament matches, optional data, players
names, player creation data, trading data and created formation data.

It is possible to hold matches between teams created with original data by using controller paks on
which player creation and team ediited diata has been saved. Insert the controller paks into
controllers #1 and #2 and load the data from the note selection screen.

» Refer to the instuction manual supplied with the controller packs for details on controller pak usage.

The memory capacity of each controller pak is divided into 123 pages. A total of 61 pages
of memory capacity is required for each 1SS 64 note.

Select [Add Note] from the note selection screen and press the A button when a new note
is to be created. The new note will be added.

Select [Erase Note] from the note selection screen when an unwanted note is to be deleted.
Select the note to be deleted and press the A button. The note will be erased when [Yes] is
selected.

e Controller pakm METY e e

Insert the controller pak into the controller and press the reset button on your Nintendo 64
unit while holding the START button on the controller. The controller pak menu will be
displayed on screen.

When data is to be deleted, move the cursor to the relevant position and press the A
button. Select [Yes] from the window and press the A button to delete the data.

e Controller pak™ error messages S—

[There are not enough pages to create a note] = Delete unwanted data.

[The game will be started without backed-up data. Switch the main power off, insert the
controller pak and re-start the game in order to save data] = The controller pak was not
correctly inserted.

[Loading not possible. A note does not exist] = This will be displayed when a note has not
been selected.

[There is no note available fc etion ] = Displayed when no note for this game exists.

[A note could not be creat his file cannot be loaded ] = Switch off the main power and

try it again. Replace the controller pak with a different one and try again.

[An abnomality has occurred with the controller pak. It has either been inserted incorrectly
or the contents are ¢ 1{Check t ion] [Get it repaired (this may result in the
contents of the controller pak being erased)] = Follow the instructions given in the messages.
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Starting the game

— Starting the game

1. Check that the game pak has been comectly inserted into the NINTENDO 64, connect the
controllers and confirm that the controller pak has been comectly inserted. Controller
conrectors #1 to #4 comespond with the 1 to 4 player controllers.

2. Switch on the main powver. Press the START button to display the
note creation screen or the note selection screen.

= Refer to page 5 for details on note creation.

3. Select the note that player 1 will use and then press the A button.

= |t will not be possible to save data if [Start the game without using
backed-up data] is selected.

4. The game mode selection screen will be displayed. Select the
game mode and then press the A button.

— Game Mode

4 1. Player number selection
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=— MatCh se‘l:-l.lp e = et

| —=___=] e B T T
Beforestatingamatch, it is necessary to set the number of players, the teams, the handlicap and the
stadium in which the match is to be held.

Select the desired number of players and press the A button.
2. Team selection
Select the desired team with the use of the control stick .
Select [Use] if saved data is to be used.
* Either [Home] or [Away] uniforms can be selected with the C buttons.
* [tis possible to use a random team selection by pressing the START button.
* The game set-up sgreen will be displayed after the teams for the Intemational Cup or World
Leagque have been selected.

» Open game, 1 to 4 player, competitive matches, teamwork play
A soccer game for competitive matches.

* Intemational Cup, 1-player mode, 1 to 4 player teamwork play
A series of matches to determine the winner of the Intemational Cup.

‘orld League, 1-player mode, 1 to 4 player teamwork play
A series of 70 games played with 36 teams.
* Options ... P17
Change the game configuration, create and delete players, edit names and create to player to
the team of your choice.

» P K. shoot-outs, 1-player mode, 1 to 4 player teamwork play ... P18
Challenge a team to a Penalty Kick shoot-out.

= Scenarios, 1-player mode, 1 to 4 player teamwork play ... P19
Play in matches under assigned conditions. You have to win the match to clear the scenario.

* Training, 1-player .. P19
Training provides practice for the basic operations.

* Data loading ... P.19
Enables the selection of notes in which match data for league matches, toumaments and
scenarios are saved.

3. Handicap set-up (only for pre-open games)
The condition of players can be set by moving the control stick to the left and right.
Select the [?] symbal to set the player conditions randomiy.
4. Setting the number of players
The number of players can be set by moving the control stick to the left and right.
5. Setting the level of the goalkeeper
The goalkeeper's level can be set by moving the control stick to the left andi right.
6. Stadium selection
The stadium is selected by maoving the control stick up or down. Press the A
button to make the selection. The edit selection screen will be displayed.

1. It is possible to edit the match settings from the edit screen.
The default settings will be used for the match if no
amendments are made. Sefect [Game Start] to play the game.

2. The general match settings will be displayed for confirmation puposes.
The cursor type for each player will also be displayed at this point.

3. The coin toss will take place after the match start demo, Use the A
button to select heads or tails. If you win the: toss you can choose
which sice to play and then move onto the kick-off or you can choose :
to take the bal first and give the selection of sicie to player two or (CPU). [P
You can skip the dermo and coin toss by pressing the “START" button.
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Country Remaining time
Score
Player under control Pass cursor
Player cursor
Off screen passing indicator

Player's name, Position  Overall map
Pause
The pause screen will be displayed when the START button is
pressed during play. Press "START" or select game court to
retum to the game.

Press the A button to display the [] symbol when a substitution is required, and then retum to
the game. You will be allowed to make substitutions.

[Replay] .. It is possible to replay the last few seconds of the game. Press the START button to
retumn to the pause screen.

[Camera ] .. The height of the camera can be changed between H (High), M (Medium) or L
(Low), and the depth of zoom can be changed between F(Far), M(Medium), N(New). Select
the camera angle by moving the control stick left or right and then press the A button.

Half-time screen

The results of the first half will be displayed during the half-time pericd. Press the A button to
display the score summary. Press the A button to continue to the edit selections screen. Select
[Continue] to start the second half.

Ending the match

The pause screen will be displayed when the START button is pressed during play. Select [Exit
Game], press the A button and then select [Yes] when the confirmation message is displayed to
end the game.
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* All matches will be played in accordance with the basic rules of soccer.

* A maximum of three players may be substituted during the match. However, players who
have been given a red card and sent off cannot be substituted.

* A foul will grant the cpposing team a free kick.

* A foul within the penalty area will grant the oppasing team a penalty kick

= Wamings will be given for dirty play (sliding tackies from behind, etc.)

- Yellow card: Two yellow cards accumulated during one match will resilt in a red cardl, A total
of three yellow cards accumulated will suspend the player from the next match,
- Red card: The player will be sent off and will be suspended from the next match.

* Extra time will be played in the event that a clear winner has not been established when the
final whistle is blofvh. (The match will end when either team score the first goal when
[Golden Goal] is selected.)

* A 5-person penalty kick shoot-out will be played in the event that a clear winner has not been
established at the end of extra time. If a clear winner has not been established after five penalty
kicks, the shoot-out will continue with each team fielding one player altemately until a winner is
declared.

F Default settings (when no changes have been made —

on the edit selection screen)

Memboer : Mermbers, kickers: Default settings for both teams.
Formation : Fomation, role, position changes, zone positions, attack settings:
Default settings for both teams.
Tactical settings: Number of strategies: 4, Tactical display: Contents displayed, Four C buttons:
No strategy
Marking settings: None
Contollereciting: ~ Controller: type 1, Curser changes: Automatic, Goalkeeper operations: Autormatic
Ervironment settings: Camera angle, Zoom: Centter, Height: Center
Kick-off time: Day game, Weather: Suny

Saving the World League, Intemational Cup regional qualifiers and qualifying leagues

1. The save screen will be displayed after the end of a match. Select either file 1 or 9 and press the A button,
2. A confiration message will be displayed. Select [Yes)] and press the A button.

3. Select [Yes] if to play another game, and press the A button to continue.

Saving the International Cup (Tournaments only)

1. The toumament table will be displayed after the end of a match. The save screen will be
displayed only if you won. The game will end if you lost.

2.Select [Yes] and press the A button to save the results. Select either file 1 or  and press the A
button.

3. A confirmation message will be displayed. Select [Yes] and press the A button to save,
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Editing screen g

— Member selection screen
1. Select the screen icon and press the A button to amend the settings.
9. Select the settings with the use of the control stick (+ button) and
press the A button. Align the cursor with [OK] when the settings are
complete and press the A button,
3. Select [EXIT] when all settings have been completed
and press the A button to retum to the edit selection screen.
Member selection screen icons

» The reserve players will be displayed when the L, Rand Z trigger buttons are pressed.

* The pasition and role of the players can be verified by pressing the 'left’ C button. :

* The condition, yellow card and red card stafus of the players can be verified by pressing the bottom
or 'down' C button,

* The stamina meter will display the amount of stamina. Movement will become sluggish as the stamina
level decreases.

* Select either [All] or [Mermioer Change] on the reset icon and press the A button. The settings for the
selected icon will be retumed to the default settings.

* A goalkeeper must always be included in the team line-up.

— Formation editing screen
1. Select the screen icon andl press the: A button to amend the settings.
2. Select the settings with the use of the control stick (+ button) and
press the A button. Align the cursor with [OK] when the settings are
complete and press the A button.
3. Select [EXIT] when all settings have been completed
and press the A button to retum to the edit selection screen.
Formation editing screen icons
Zone position change

Position change

Attack settings ——

Save Role descriptions
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* Select either [All], [Formation Change], [Position] or [Attack Settings] when the reset icon has
been selected and press the A button. The settings for the selected icon will be retumed to the
default settings.

* An explanation will be displayed on screen when [Role Descriptions] is selected. The pages can
be scrolled down with the use of the R trigger button. The pages are scrolled up with the L and
Z trigger buttons, and the A and B buttons will end the description display.

Saving formation data
Select the file to be saved and press the A button. A confirmation message will be displayed.
Select [Yes) and press the A button to save the data.

Loading formation data
Select the file to be loaded and press the A button. A confirmation message will be displayed.
Select [Yes] and press the A button to save the data.

= Operation setting SergEy B e e

S e e e ———
1. Select the screen icon and press the A button to amend the settings.
2. Select the settings with the use of the control stick (+ button) and
press the A button. Align the cursor with [OK] when the settings are
complete and press the A button.
3. Select [EXIT) when all settings have been completed
and press the A button to retum to the edit selection screen.

Operation setting screen icons Niimber of stretegy

Display

Strategy explanation

EXIT

* Select either [All] or [Strategy Amendments) when the reset icon has been selected and press
the A button. The settings for the selected icon will be retumed to the default settings.

» The strategy execution button can be activated during a match when the number of strategies is
set at [4] with the use of the Z trigger button + C buttons.

* An explanation will be displayed on screen when [Strategy Explanation) is selected. The pages
can be scrolled down with the use of the R trigger button. The pages are scrolied up with the L
and Z trigger buttons, and the A and B buttons will end the description display.
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— CoOntroller editing screen
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Editing screen

1, Select the man who is to do the marking with the use of the control
stick (+ button) and press the A button,

(+ button) and press the A button. Align the curscr with [OK] when
all settings are complete and press the A button. .
Positions and roles can be verified by pressing the 'left! C button.

button.

=+ Align the cursor with the man who is to do the marking and press 'up' on the C button to
cancel the setting.

« Press the reset button to cancel all mark settings.

1. Select the controller setting item by moving the control stick (+ button) up
or down, and then move it left o right to make the selection.

2. Align the cursor with [OK] when all settings are complete and press
he A button. The screen will retum to the editing selection screen
when the settings for all players have been completed.

* [tis possible to switch between explanation windaows by pressing
the L, R or Z trigger buttons.

* Switching will be performed automatically in alignment with the
relevant contents when one man play has been selected.

Environment settings

Select the desired environment by moving the control stick (+ button) up or down, and then
move it left or right to make the selection. Select [OK]when environment setting is complete and
press the A button.

Number of players to be controlled
Select the number of players with the use of the control stick (+ button) and press the A button.

Create an edited team to play against a friend

Creating original teams

Create the data with the use of [Formation Ediit], [Player Creation] in the optional mode, [Team Registration] and
[Player Editing] and save it on a controller pack note. (The data will be saved automatically.)

Loading original team data

1. Insert the controller pak on which the edited team note is saved and start the game.

* Ensure that the paks are loaded on controllers #1 and #2 when different controller paks are to be used.

9. Select [Note Selection] from [Data Load] and press the A button.

3. Select the note to be used for controller #1 and the note to be wsed for controller #2 from the note selection screen.

4. Select [Open Game]. Select the setting for using [Saved Data] from the team selection screen to
enable a match between two edited teams,

12

. Condmonandﬁtyetmcadandredmrdstau.ﬁcanbevmfmdbypressms ‘down' onthe C
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Names of controller parts

L Button

+ Controller Pad
START Button
Control Stick —/

Attacking control

Controlling the players

I

Back of Controller

* Player control can be set between type 1 and type 3 on the controller ediit screen.
 The control stick will move players in all directions when no specific setting have been made.

L. hypel Type 2 Type3
Dribble Control stick Control stick Control stick
Dash Control stick + V Control stick -+ B Control stick + <
Searching pass | Control stick + A Control stick + A Control stick + %7
Through -pass | Control stick Conirol stick Control stick + B
+ + +

R+ A (grounder) R+ A(grounder) R+ (grpinder)

R+ B (shoot) R +<] (shoot) R+ (shoot)

R+ <(fly) R+V(fly) R+ [>(fy)
Through -pass | Control stick + A Control stick + A Control stick + B
Feint Control stick + ¥ Control stick + B Control stick +<]

* Press repeatedly for the faint and then switch back with the control stick.
Feint (dumemy kick \ B | <]

* Asingle swift dummy kick and then switch back with the control stick.
Heel lift < | v | [

* Release the control stick during a dash and press the relevant button.
Quick tum Control stick [ Control stick | Control stick

* Rotate the control stick fully during dash.
Step over A PressVbefore A Press B before V Press<Jbefore

the ball reaches the player. | the ball reashes the player | the ball reashes the player
One-two Contol stick Control stick Control stick
(grounder) + press > once to pass +press>oncetopass | + press Aonce to pass
Ore-two Control stick Control stick Control stick
(fhy boall) + keep pressing + keep pressing + keep pressing A
Delayed A (grounder) or<](fly) A (grounder) o (fty) WV (grounden) or > (fiy)
One-two F Continue passing after the one-two pass 1o keep the ball with the ather player, and release 1o compiiete the pass.
Liting * Jwhennotmoving | % \ywhennotmoving [ % [> when notmoving
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Attacking control Defensive control
* The control stick will move players in all directions when no specific settings have been made. = The control stick will move players in all directions when no specific settings have been made.
Type 1 Tyoe @ Type3 Type 1 Type @ Type 3
[_shoot | Controlstick+B [ Conwolstick+ < | Contolstick+A | Charging Control sick + A Eortrcl sick £ Cookelliee+ 7
Sliding Control stick+ <] Control stick + 7 Control stick + >
# The direction of the control stick will determine where the shot goes. The length the button is pressed Shoulder charging| Control stick Control stick Control stick
will determine the power of the shot. * + +
% B+A oB+<] J+A o <+V B+ A +V, o A+[>
Direction of the shot Desh Control stick + 7 Control stick + B Control stick + <]
' Bodly contact Control stick + ¥ Control stick + B Control stick + <]
Press repeatedly when the opponent is neartoy.

& Acharge willrr.‘tbeccrs’icpada foul, bout sliding tackles and shouider charges from behind might easily e fouls.

Goalkeeper control
* The control stick will move players in all directions when no specific settings have been made.
Type 1 Type 2 Type 3
Automatic save > [ A
Cursor change A JaY B
| Loop shot | Contolstick+B | Conolsick+[> | Conrolstick+ A | ® Automatic saving and cursorchanging may only be performed when the goalkeeper s in the
" & Move the control stick to the opposite direction of the attack. The length the button is pressed will [Automatic] or [Semi-Automatic] mode.
cetermine the power of the shot. Saving Control stick + A Control stick + A Confrol stick + B
[Feadngshot | Comoisick 6| Comolsid+ > | Comolsicks & | Movementafter | Control stick contol suck ool ek
catching the ball | % The goakeeper can crly be moved for a mpdum of four secondss after the ball has been caught
# The length the button is pressed will determine the power of the shot Dropping the ball v B 4
[Owmheadshat | Commolsick+B__| Conoisick+ > | Comolsicks A& | Punt ek Controlsick + B L Contrg tick + A
Goal kick Control stick Control stick Control stick
* Alignwith a volley with the player's back to the opponent's goal. + + +
[Gre [ Comoisick | Conbolstick [ Confrolsick ] <Ry toal) vy toal) D> (fytoal)
- A(grounder), A(grounder), W (groundler),
# Retum the control stick to the neutral position after kicking the ball, and then press the key again to B (shoot) < (shoot) A (shoot)
curve the ball in that direction. The angle of the curve can be controlled by moving the control stick. Overtand throw | Control stick + < Control stick +V Control stick + [>
# Top spin will be given to the ball when moving forward, and back spin when moving in the oppaosite Underhand throw| Control stick + A Control stick +A Control stick + ¥

direction.

Replay control (same for all control types)

| B Ceneg avs l Somoiskkie | Lo l Control stick + D> —! Replay Control stick = | @ The replay screen will automatically be displayed when a
# The ball will abways rise in front of the goal when in the centering area. The length the button is Reverse replay | Control stick « goal has been scored. Itis also possible to replay a recent
pressed will determine the distance the ball will travel. It is possible to adjust the height the bl fies Pause B scene on the pause screen.
in front of the: goal with the: control stick Pause, resume | A + Move the control stick left or right to get a slow-motion
Cameraangle | Cbuttons replay or reverse slow-mation replay when in the pause

mode. The speed of the replay can be adjusted with me
control stick.

W
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Re-start control
* The control stick will move players in all directions when no specific settings have been made.
Type 1 Type Q Type 3
Throws-in Control stick Control stick Control stick
+ + +
<(fiy bal), WAy bal), D>(fy ball),
Al(low ball), Allow ball), V (low bal),
B (long throw) <] (long throw?) Allong throw)
ReSAt it Control stick Control stick Control stick
# The control stick will move players in all directions when no specific settings have been made.
Comer kick Control stick Control stick Control stick
+ + +
<(fy ball), V(fy ball), [>(fly ball),
A(grounder), A(grounder), WV (grounder),
B (shoot) <I(shoot) A\ (shoot)
e vt D> B d
Chgrg the view point A A B
FEEAEE > > A
Penalty kick
Type 1 Type Type 3
Penalty kick Control stick Control stick Control stick
+ + +
B (strong kick), <] (strong kick), Astrong kick),
m Aaqtémaeaklddo, Aor V(weak kick), Yo [>(weak kick),
L A
Cursor ON/OFF A trigger button A trigger button A Trigger button
e Control stick + AorB | Control stick +AorB__ | Conirol stick + AorB
Other control
Type 1 Type? Type 3
| Cursorchange | Rtrigger button | Rtigger button | Rrigger button
# Continue pressing the R trigger button to fix the position of the cursor.
yesy Lommencemat | | o 7 trioger button Lor Z trigger button Lor Z trigger button
&W Lor Z trigger button L or Z trigger button L or Z trigger button
f“ +C butitors +C buttons +C buttons

@ Press the L or Z trigger button to release the strategy:
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1. Select the item that is to be amended on the option screen and press the A button. The item
onwhich the option is set will autormnatically be saved on the controller pak.

Game settings

1. Select [Game Settings] and press the A button.

92, Sefect the item to e amencled by mowving the control stick (+ button) up or down, and then move it left or
right to make the selection. It is passible to scroll onto the next page of the setting screen with the use of the
L, Rand Z trigger buttors.

3. Select [OK] when option setting is complete and press the A button.

Team registration

1. Select [Team Regjistration] and press the A button.

2. Select the player to be registered from the [Created Player] list with the A button. 1t is possible to scroll
between pages with the use of the L, Rand Z trigger buttons.

3, Select the team to be registered. Scroll through to the required team with the wse of the L, Rand Z buttons,
select the player to be replaced with the control stick (+ button) and then press the A button.

Player creation

1. Select the type of the player to be created with the control stick (+ button) and press the A button,

9. Select each character one-by-one with the control stick (+ button) and press the A button to enter them.

3. Select [End] at the top of the window when the name has been entered. Select [Yes) for the
confimnation message and then press the A button to register the name.

4. Select the type of face desired for the player and press the A button.

5. Set the parameter points to be amended with the use of the control stick (+ button).

» The remaining points assigned to the parameters will be displayed on sareen. The maxdmum value for all
paameters is 9.

6. Select the cursor with [OK] when parameter setting has been completed and then press the A button,
Select [Yes] for the confimmation message and then press the A button to register the parameter settings.

7. Select [Yes) from the registration screen and then press the A button to register the created player. Select
[¥es) for the confirmation message and then press the A button to save the created player data onto the
controller pack.

+ The created player can be used in matches by registering him into a team with [Team Registration].

Deleting registered players

1. Select [Delete Registered Player] on the option screen and press the A button.

9. Select the player to be deleted and then press the A button. Select [Yes] for the confirmation message
displayed at the top left-hand side of the screen and then press the A lbutton to delete the player.

Editing player names

1. Select the player for whom the name is to be amended., It is possible to scroll through the teams with the:
use of the L, Rand Z trigger buttons.

9 Select each character one-by-one with the control stick (+ button) and press the A button to enter them.
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Penalty kick shoot-out

INTERNATIONAL SUPERSTAR SOCCER 64
Various modes

Penalty kick shoot-out

1. Set up the numiber of players, the controller type, the teams and the stadium.

2. The controller is then edited. Select type 1 to 3 by moving the control stick (+ button) to the
left or right and then press the A button.

3. Decide on the order in which the 11 players will take the penalty kick. Select [Edit] if the order
is to be amended, align the cursor with the relevant player with the use of the control stick (+
button) and then press the A button. Select [OK] when the order has been
fixed and then press the A button to start the penalty kick shoot-cut.

Kicker cursor Goalkeeper cursor
Name of player afid the position
<Kicker cursor> <Goalkeeper cursor>
Strong kick area — 1 ——— Punching area
Weak kick area - I Catching area

Controlling the penalty kicker

The penalty is taken when either the strong or weak kick button is pressed. The control stick moves
the kicker cursor to decide on the course of the ball right up until the kick button is pressed and
the shot taken. The ball will be shot into the shoot area (strong, weak).

* Aweak kick hits the shoot area more accurately, A strong kick puts more dispersion on the ball
within the strong kick area.

* The kicker and goalkeeper cursors can be switched ON/OFF with the R trigger button.

Controlling the goalkeeper during penalty kicks

The paint to which the ball has been shot will be displayed the moment the player kicks the ball.
Use the control stick to move the goalkeeper cursor and press the A or B buttons to either catch or
punch the ball within the catching area.

Scenario
Select a scenario with the control stick (+ button) andl press the A button.
* Options, editing and all other game options are alreadly set up.

Rules for scenario matches
* The scenario will be cleared when the match is won.
* The scenario will not be cleared in the event of a draw:.

Saving scenarios

1. The saving screen will be displayed at the end of the match. Align the cursor with [Yes] at the
end of the confirmation message and press the A button. Select either file 1 or file 2 and then
press the A button.

2. A confirmation meséage will be displayed. Align the cursor with [Yes] and press the A button.
3. Select [Yes] if a new match is to be played and then press the A button to display the scenarios.
* A 'Cleared' symbol will be displayed beside cleared scenarios.

Training

1. Select the required team from the team selection screen and press
the A button.

2. Select the training mode and press the A button.

3. Itis possible to amend the settings for training. Select the required
itern and press the A button. Select [Commence Training] and then
press the A button to start.

4. The pause screen will be displayed if the START button is pressed
during training. Select [End Training] to finish.

Data loading

1. Align the cursor with the item to be loaded and press the A button.

2. Align the cursor with [Yes] on the data load screen and press the A
button. Select the file to be loaded and press the A button. Select
[Yes] at the end of the confirmation message to load the data and
enable a match to be played.

* [Retumn] Retums to the mode selection screen.
¢ [International Cup|
[World Series] Continues with existing toumaments.

* [Scenario] Continues from a saved scenario.
* [Note Selection]  Loads a saved note. Select this when a match between two separate
notes is to be played.




CONTROLLER P

NINTENDO 64 CONTROLLER

CONTROL STICK FUNCTION

The Nintendo 64 Controller contains a Control Stick which uses an analog system to
read the angles and direction of its movement. This allows subtle control that is not
possible using the corventional + Control Pad.

When turning the Control Deck power ON, do not move the Control Stick from it's
neutral position on the controller.

If the Control Stick is held at an angled position

(as shown in the picture on the left) when the power
is turned ON, this position will be set as neutral.

This will cause games using the Control Stick to

\ operate incorrectly.
P

To reset the neutral position once the game has started, let
go of the Control Stick so it can return to its center position
(as shown in the picture on the left) then press start while
holding the L and R Buttons.

The Control Stick is a precision instrument, make sure not to spill liquids or place
any foreign objects into it.




Consumer support
If you feel stuck in the game. or just need a boost, don't worry! You can call the Konami Game
Hint & Tip Line for help on this software and all the fine Konami products.

Konami Game Hint & Tip Line * 1-900-896-HINT (4468)
® 85¢ per minute charge

B $1.15 per minute support from a game counselor

‘® Touch tone phone required

B Minors must have parental parmission before dialing

Hints are available 24 hours a day. Live support Monday-Friday 8:30 A.M. to 5:00 P.M. CST only.
Prices and availability are subject to change. U.S. accessibility only.

Online Support

Konami is available online from:

CompuServe: Click FIND then type konami. We are in the videogame publisher's forum. To
become a CompuServe member. you can call CompuServe toll-free at 1-800-524-3388.

Reach us on the World Wide Web at; www.konami.com

E-mail us at 76004.3530@compuserve.com

If you experience technical problems with your International Superstar Soccer 64 game pak, try
our Warranty Services number: 847-215-5100

Konami of America, Inc. 900 Deerfield Parkway, Buffalo Grove, IL 60089-4510

KONAMI OF AMERICA, INC. LIMITED WARRANTY

Konami of America. Inc. warrants to the original purchaser of this Konami software product that
the medium on which this computer program is recorded is free from defects in materials and
workmanship for a period of ninety (90) days from the date of purchase. This Kenami software
program is sold " " without express or implied warranty of any kind, and Konami is not liable
for any losses or damages of any kind resulting from use of this program. Konami agrees for a
period of ninety (20) days lo either repair or replace, al its option, free of charge, any Kanami
soltware product, posiage paid, with proot of date of purchase, at its Faclory Service Center. This
warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall
be void if the defect in the Konami software product has arisen through abuse, unreasonable use,
mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO
OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR
OBLIGATE KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE
PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED
ABOVE. IN NO EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF
THIS KONAMI SOFTWARE PRODUCT

Some states do not allow limitation o how long an implied warranty lasts and/or exclusions or
limitations of incidental or consequential damages so the above limitations and/or exclusions of
liability may not apply to you. This warranty gives you specific rights, and you may also have other
rights which vary from state to state.
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